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WARNING: PLEASE CAREFUaV READ THE CONSUMER INFORMATION AND PRECAUTIONS BOOKLET 
INCLUDED WITH THIS PRODUCT BffORE USING VOUR NINTENDO^ HARDWARE SYSTEM, GAME PAK 
OR ACCESSORY, THIS BOOKLET COfJTAlNS IMPORTANT SAFETY INFORMATION. 

THE OFFICIAL SEPL IS YOUR ASSURANCE THAT NIMTINDO HAS APPROVED THE 
QUAUTV OF THIS PRODUCT. ALWAYS LOOK FOfl THIS SEAL WHEN BUYING GAMES 
AND ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY, ALL NINTENDO PROD- 
UCTS ARE LICENSED 8Y SALE FOR USE ONLY WITH OTHER AUTHORED PRODUCTS 
BEARING THE OFICIAL NINTENDO SEAL OF OUAUTY 



|.^MU.^^D^LC^!)i^DGGHL| 
ANIMATED VIOLENCE 




THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMEm SOFTWARE RATING 
BOARD. FOR INFORMATION ABOUT THE £SRB RA1ING, OR TO COMMENT ABOUT THE 
APPROPRIATENESS OF THE RATING. PLEASE CONTACT THE ESRS AT 1-8[»-771-3772, 



A Special Message from 
CAPCOM ENTERTAINMENT 

Thark you lor solecling RESIDENT EVIL" 2, Iha 
sequel to CAPCDM's ;;urvival honor hit Wo lava 
ontfesvored lo improus RESIDENT EVIL, daMng 
deeper into Iha evants In Racccon City and 
making it an evBfi mote anjoyahle scam. Ws at 
CAPCOM ENTERTAINMENT ara croud to hiing 
you this chllllnfl naw atliliiion lo yaoruidao flame 
KirafV. 

© CAPCOM CO,, LTD, 1998, 1999, © CAPCOM 
U,S,A., INC. 1998, 1999, ALL RIGHTS 
RESER\CD, CAPCOM and the CAPCOM logo 
ara refllsterad tradamatks of CAPCOM CO,, LTD. 
RESIDENT EVIL is a trademark ol CAPCOM CO,, 
LTD. Nintendo, iha ofiicial seal. Ninlando 64 and 
Iha "N" logo are Irademarte ol Niniondo ot 
America Inc. Voice Compression TaclinolflQy 
Copynght © LucasArls Entertainmenl Company 
LLC and Factor S LLC. All Rights Raserved, 
PORTIONS © 1999 ANGEL STUDIOS, Voice 
Comprassion Tecnnolofly licensad by Factor 5 
and LucasArls Entertainment Company, MusyX 
Audio Tools licensed by Factor 5. Do% and Itia 
douQle-D synitMl ara trademarks o( Dolby 
Laboratortes, Tlie ratings icon Is a irademark ol 
the Interactive Dlgiiai Software AssocialJon. 



CAPCOM EDGE HINT LINE 

Hints are avaitable: 

^J^0i{U41V5-':li)>S (1-S0O-97S-3343) 
$,99 per minuta (or 34-lir. pre-recorded inlorniation, 
SI .35 per minule lor live Game Counselor assistance. 
FromCflnatia:l-90M77-2272(Sl.35periTi!nulB], 
Musi be IS years or older, or nave parental parmlsskm. 
Game Counselors auailabla Monday-Friday 8:30 a.m. - 
SflO p.m. Pacilic Standanl Time, Tliis (linl Una supports 
names prodeced by CAPCOM ENTERTAINMENT INC. 
onty. No hints will be gluen on our Consumer Servico line. 
You must haue a touch-tone phone lo use Ibis service, 

CAPCOM OH-UHE 

htip://www,capcom.com 

Wsil our website lo see all Ifie araal new CAPCOM 

products or lo check oot taalured games on-iinel 

You can also e-mail us (or help or to (ind out what's 

nomalCAPCOMI 




(Nintendo') 

LICENSED SYNINtENOO 

HINTENDD. THE OI^ICIiU. SEAL. NINTENDO E4 AND 

THE X LOOO *HE THAffiMAftKS OF KINIENDO OF AMEBlCt IKC 

e tan NINTENDO OF AliOlU IIK. 



O A CITY CUA^UHO- WITH CaNFUSION 

O RACCOON CITY'S ONLY HOPE 

O THE MINTENP0*64 CO^JTROLLER 

STARTING A MISSION 

© MISSION CONTROLS CVBfAUlT) 

O SPECIAL CONTROLS CVBPAULV 

O OPTION MOPE 

O STATUS SCREEN 

® ITEM POXES 

O RANKING 

® 5AVINdJ/L0APIN£^ 

® STARTINiJ THE 2NP MISSION 

© CAN'T SURVIVE? TRY THIS/ 



A CITY CPAV^UUG' 
WITH CONFUSION 

r/VWiJINe A U09MAI MIP-WeSTERN U.S. TOWN, BUILT 
AT THE BASE OF A VAST FOREST. BUSINESS THRIVEP HERE, 
ESPECIALL/ Wm T^E AWErJT OF SEVERAL WEW INPUSTRIE6. 
HECK, you CAN'T FIND A MORE PEACEFUL WILDERNESS 
CJETAWAY THAN JZACCOOH CIT/. 

THEN THE TROUBLE BB&AH. AHV IT LEAPS BACK TO WHEN 
THE CORPORATION ARRIVEP. 

RUMORS BEiJAN TO SPHEAP, ANP THE TOWN WAS OVERCOME 
WITH OPP OCCURRENCES. UNIPENTIFIABLE CREATURES 
APPEAREP OUT OF NOWHERE, ANP FATAL ACCIPENTS 
HAPPENEP AT AN ALARMINC' RATE. WORP COT OUT ABOUT 
A SEVERE ACCIPENT AT A MOUNTAIN LAB. NOT OME OF THE 
TOWNSPEOPLE KNEW WHAT WAS HAPPENING TO THEIR 
QUAINT, FORMERLY SERENE HAMLET. 

THE MCCOOK POLICE DEPARTMENT, IN AN EFFORT TO CALM 
THE &UOWU& FEAR AMONC LOCALS, RECRUITEP SEVERAL 
NEW OFFICERS. LEON 5. KENNECY IS ONE OF THE PROMISINtJ 
yOUNt? RECRUITS. AS LEON PREPARES TO JOIN HIS NEW 
UNIT, HE ATTEMPTS TO CONTACT THE CAPTAIN WHO HIREP 
HIM, BUT HAS NO LUCK REACHING HIM. UNFAZEP, HE 
CONTINUES INTO RACCOOU CITY TO HIS NEW JOB. 

AT THE OTHER SIPE OF TOWN, A Pi5TRAU(5HT CLAIRE 
REPFIELP SEARCHES FOR HER MISSINiJ BROTHER, CHRIS. 
CLAIRE BEtJINS HER SEARCH (N RACCOOU C\V/, THE LAST 
KNOWN LOCATION OF HER BROTHER NEARL/ TWO MONTHS 
AOO, ONLY TO LEARN ABOUT THE "ACCIP£^^■" IN THE FOREST, 
IS CHRIS STILL IN KACCOOU CITY? 

SAPLy FOR LEON ANP CLAIRE, THEY ARE COMPLETELY 
UNAWARE OF THE OVERWHELMING WORLP OF HORROR 
ANP PE6PAIR THEY ARE BOTH ABOUT TO ENT^^w . 



NOW THE INTENSiT/ 0«HW*PRROR, F 
",ILP TO NKJHTMARISH, ilS^OTRS TO CONTROL 
'HEN you START THE £?AME, THE INTENSITY J 
EATURE ALLOWS YOU TO SET THE LEVEL 
'lOLENCE ANP feOLOR 



RACCOON 

CITY'S 

ONJUy 

HOPf 




UEOM 5, KENNEPy 



LEOM tS flW WBALlS-nC ROOKIE 
COP. HE SURNS Wrm -WE NEEP 
TO PROTECT ANP SERVE, *5NP LIFE 
AS A CAPET WAS AN EyE-OPgNIN(? 
eXPERIENCE, WHILg RECKLESS 
ANP BRASH, LEON IS CERTAWL/ 
WOT AS ^JAIVE AS HIS DEMEANOR 
WOULP SU6&E6T. HE IS HI&HLV 
QUALIFIED FOR HIS NEW JOB 
WITH THE RACCOON TOLtCE. 



AVA VJOHO 



LEON STUMBLES UPON THIS 
MySTERIOUS WOMAN WHO IS 
QUITE SECRETIVE, YET, AT THE 
SAME TIME, A PROFESSIONAL 
ANP SKILLED INVESTItJATOR. 
SHE CAN ALSO COfA£ ACROSS 
fie CCNPESCENPINtJ, ANP HAS 
A TENPENCy TO TALK POWN TO 
TM05E SHE PEEMS INFERIOR 
TO HERSELF. 



ClAlRe REPFIELP 



CLAIRE IS A LI6-HT-HEARTEP, 
ARTICULATE, MOPERN WOMAH. 
WHILE SHE CAN BE A BIT OF 
A TOA^Oy AT TIMES, SHE IS 
SOMEWHAT WILP. SgLF-CONFlDENTT 
ANP EXTROVERTED, CLAIRE IS 

rypicALLy the first person 

TO TRy SOMETHING OTHERS 
WOULD NOT. 



SHERRy BIRKIN 



A LONELy, INSECURE tZ-yEAR-OLP, 
SHERRV IS aUITE MATURE FOR HER 
AiSE. SHE IS VERy SHy ANP WHEN 
SHE SPEAKS, SHE LACKS SELF- 
CONFIDENCE ANP ALWAyS HAS 
TWE FEELINt? SHE IS LOST. 
HER PARENTS ARE TOO WRAPPED 
UP IN THEIR WCWK TO HEEP THE 
EMOTIONAL NEEPS OF THEIR CHILP. 



rue NJINITENP0^64 CONTROLLER^ 




THE MP-mMK3 64 CONTROLLER CO^n"AI^JS /I CONTROL Sf\Cii WHfCH USES 
^N ^fWLOC- SySTEW TO REAP THE >5N(JLES AKU PIRECTIONS Of ITS AflOVEMEMT, 
THIS ALLOWS PRECISION CONTROL TVWT IS NOT POSSIBLE USJN& THE CONVEN- 
TlOMflL +C0NTROL PAP. 

WHEN TURNING THE COMTROL PECK POWER ON, DO NOT 
MOVE THE CONTROL STICK FROM rrS NELITRAU PlOsmON 
M THE CONTROLLER. 

IF THE CONTROL STICK IS HELP AT AN AK&IEU POSmON CAS 
SHOWN IN THE TOP PICTURE, LEFT:i WHEN THE POWER IS TURNED 
ON, THIS POSITION WILL BE SET AS NEUTPWL. TVIIS WILL CAUSE 
(JAMES USINO THE CONTROL STICK TO OPERATE INCOHRECTL/. 
TO RESET THE NEUTRAL POSITION ONCE THE SAME HAS STARTED, 
LET (SO OF THE CONTROL STICK SO IT CfiH RETURN TO ITS CEN- 
TER POSITION CAS SHOWN IN THE BOTTOIA PICTURE, LEFT?, THEN 
PRESS START WHILE HOLPINfi- POWN THE L ANP R BUTTONS. 
THE CONTROL STICK IS A PRECISION INSTRUMENT; MAKE SURE 
NOT TO SPILL LIQUIDS OR PLACE ANy F0REI5N OBJECTS INTO fT. 
IF you NEEP ASSISTANCE, CONTACT NINTENDO CONSUMER 
ASSISTANCE AT VBOO'2S5'T700 OR /OUR NEAREST NINTENDO 
AUTHORIZED REPAIR CENTER^. 



iv\K'r- -n-T \,'i\rrrMDL"? .-.. 



WE SBcowma? that you use the hand rositions shown at 

RKJHT. B/ HOt-PINiS- THE CONTKXLER LIKE THIS, yOU CAN OPERATE 

THE COtmJOL SW^ FREELy WTTW yOUR LEFT THUMB. USIN6 YOUR 
RIlSHT THUMB, -iO^ CAN EASILY AO;ESS THE A S ANP C BUTTONS. 
PIACE /OUR LEFT INDEX FINSER WHERE IT FEELS COAVOKTABLE. 
^\S^ MOT IN A POSITION WHERE ycu Ml&HT ACCIDENTALLY PRESS 
THE Z BUTTON ON THE BACK 0= YOUR CONTROLLER. 





BeSIDBNT£\flL 2 IS A ONE PtAYER GAME, CONNECT 
A CC^fTROLLER TO THE SOCKET ON THE FAR LEFT 
FRONT OF THE COf-JTROL PECK CAS SHOWN AT 
RI&HD, THIS SOCKET IS THE PEFAULT FLAYER 
ONE CC*nWXLER 



■I fMc; c ^ji/ 





BesiveNTB'^L z IS ccwpatble wriH the ru^^le pak acces- 
sor. BEFORE USIN<? A RUABLE PAK, MAKE SURE TO READ ITS 
INSTRUCTION BOOKLET CAREFULLY. SBSIC>£NT SVIL Z SUPPORTS 
"HOT INSERTION OF THE RUMBLE PAK; THE SAME WfLL SEARCH 
FOR EMPTY CONTROUER ACCESSOR)' SUOrs AND WILL PRCMPr you 
IF n" FINDS mf. TO INSERT THE RUMBLE PAK AT AN/ OTHER TIME, 
PLEASE MAKE SURE THE CONTROL PECK IS OfT^eSfOfiE VaK& SO. 



MISSION CONTROLS cpef4uu-o 



START BUTTON 
SWPM" (JAME FRDW Tm.E SCREEN 
RETURN TO (SAME FROM OPITON 
MENU CIN-(J4MEJ 
OPEN/CLOSE STATUS SCREEN 



R BUTTON 

AIM 



B BUTTON 
■ CANCEL SELECTIONS 




C BUTTON 
OPEN OFnON MENU 
CIN-(JAMEJ 
OPEN MAP 
AUTO TARGET 
CWHEN TURNED 0N3 



r BUTTON - ACTION 
CSAMB AS A BUTTONJ 



CONTROL STICK 
HI6HLI&HT SELECTIONS 

■ MOVE CHARACTER 

■ BUN CPPiESS t> 

■ PUSH ITEMS 



%- A 



A BUTTON ' ACTION 

■ CONFIRM SELECTIONS 

■ FIRE WEAPON 

■ UJOK e^r / iPEfjTiFy / pick up items 

' OPEN ODORS 

■ 3iJJ/P I CLIMB / QO UP STAIRS 

■ ACTIVATE MACHINER/ 

■ SCROLL / CLEAR SCREEN TEXT 

■ C/CLE STATUS SCREEN ITEMS 



^CONTROL. PAP 
HICHLI&HT SELECTIONS 
MOVE CHARACTBR 

■ RUN (ipREss A * e eurroNJ 

PUSH ITEMS 



B BUTTON 
■ PRESS TO HUN 
CWi™ 'CONTROL PAP k~J 



BE5W BV lOAVWG TWe RBSIPENT £VIL Z Gf-m PAK INTO YOUR 
NINTENPO 64 CO^m^OL PECX, WHEM fOM TURN THE RDWEB ON, TWE 
TTTLE/iS^ME MOPE SCREEN APreflRS. A1C5VE THE CONTROL STICK +/+ 
OR PRESS THE ^CONTROL PAP A/T TO HI(?HLISHT THE OPTIONS, 
mv FWESS THE A OR Z BUTTON TO SELECT. 



UOAP GAME 



SELECT iCWP GAMB TO REST/IRT ;J PBEVTOUSLy SAVtD iJdME. 
SEE THE 'SAVXNSAJ^jlMWe* SECTBN ON Pfl(JE IZ FOR //OflB. 



i W&W £54ME 



START A NEW GAME FRCM THE BEGINNING. ffO\/£ THE CCNTraa. 
STICK «-/•» OR PRESS THE <CtJTROL PAD ■</► TO HISHLkJHT 
VOJR CHOICE AND PRESS THE A OR Z eLfTTSN TO SELECT: 

ACWiMi MOPE - PLAY /^S/Pg/VTem Z AT A NORAWL 
DIFFICULTY LEVEL. 

eASYMOIPB ' PLAY A BEGINNER'S VERSDN OF RBSIS^NT £^L Z 

WHICH tJives you a«3re awap ano wakes enemes weaker. 

AFTER SELECTING /OUR GAME HOOS., YOU'LL SET THE INTtNSrTY LEVEL 
CUSE THE SAME COMTRaS AS ABOVEJ 

VIOieNCe - SET LOW, MIDDLE OH HIGH. 

Bi-OOP - OVOeB BLUE, GREEN OR R£D. / 



CHARACTER 



WHEN STARTING A NEW GAVIE, YOU CAH CWOit erTHER LEON 
OR CLAIRe AS YOUR t;HARACTER. 

AFTER PWYIPJG- THROUGH THE GAtfS- AND COMPLETING IT DNCe, 
LD.AD T>ie LAST SA>/ED DATA TO START TWE "0" SCENARIO CWMKH 
/APPEARS AS ""e"?. NOW YOLI WILL AUTOMATICALLY PLAY AGAIN AS 
THE OPPOSITE CHARACTER TO REVEAL NEW PUZZLES AND EVENTS. 
C5EE THE SECTION "STARTING- THE 2NP MISSION" ON PAGE 13,J 



SP^lAl COKTROie cvBFAuiv 



u^P 



CHECK irm 



WHEN you PRESS Tl#/lCTION ComffiU A OR Z) BUTTON i?tiHll>JG CAME- 
PLAY, yoUB CHARACTER WILL CH»« THE OBJECT IN FRCJMT OF HWHER. ^ 

A MESSA&E WILl APPEAR TO LET VOU KNOW WHAT YOU FOUND. IF THERE fl 
IS NOTHING TO FIND OUT, NO /AESBfiOB APPEARS, THE AOION BUTTON ALSO ~ ' 
OPENS POORS, ACnWTES AWCHINERy AND TALKS TO OTHER CHARACTERS. 



WALK/RUN 



M L 



COflfTSOl STICK: 

nCN^ t TO WALK OR BLINFORWARP. TURN BV 
MOVINlJ "♦/«- WHILE WALKINiS/HUNNINS-. NOJt -l- 
TO BACK UP dOU CANT RUN SACKWARK. 

'CONTROL PAP: 

PRESS A TO WALK FORWARD PRESS 
TXE 5UTT0N COEFAULT: WHILE PBESSINS 
TO RUN, TURN BV PRESSIN& ►/■* WHILE WAL 
OR RUNNING-. PRESS T TO BACK UP Cii:Ai CANT- 
RUN EACKWARPJ, .«^ ^ 



USE WEdPON 



HOLP TViE R ^\iTyoH CDEFAULT) TO DRAW VOUB 
WEAPON, THEN USE THE CONTROL STICK OR 
^CONTROL PAD TO AIM, PRESS THE ACTION BUTTON 
TO FIRE. RELEASE THE R BUTTi 
THE WEAPON TO WUR SIDE. 



w 



PUSH ITEM 



SOME ITEMS CAN BE MOVEP BY PUSHINlS THEM. 
TURN yoUR CHARACTER TO FACE THE ITEM yoU 
WANT TO PUSH AND UCNt THE CONTROL STICK t 
OR PRESS THE 'CONTROL PAD A. THE CHARACTER 
WILL PUSH THE ITEM WHILE WALKING OR RUNNINS. 

IF THE OBJECT CANNOT BE MOVED.' YOUR 
CHARACTER WILL NOT TRy TO PUSH (T. 





e 




OPTION AAOPE 

SELECT" OPWH FWM THE GAMB MODE 

SCREEN TO emsn rue otvoh voob. list 

THE 0PTTC3W SfTTTWfiS TO APJUST COH- 
TROL C0NFl£?LlfWT10N, MONITOR PISPLJV, 
ANP 50UNP A^OPE flNP VOLUME. 



I COhJTROLLER CONFIC- 

'reconfigure the CD^(TROLS. USE THE 

CONTROL STICK OR -iWl^TPOL RrtP TO 

CYCLE TWROUSH TVPE A B, C OR P AT 

TWE TOP RISHT OF THE WINPOW, THE 

I CONTROL SEmwes ft3R SA^H TYPE 

WILL BE dSPUyef. HI5HLIi5HT EXIT 
L|» ANP PRESS THE A OB Z SLiTTON TO 
I^HRfTURN TO THE OPTION MENU. 



ii^iSf5jS!r? 



50UNP 



SET yoUR SOUNP TO STEREO OR 
HOUAUKAl. PEPENDIN& ON THE CA?ABIl\mS 
Op /OUR SYSTEM. YOU CAN ALSO ADJUST 
THE BACKGROUND MUSIC CBSMJ AND > 

SOUNP EFFECTS CS.e.) VOLUME. 

WOTE: SOUNP S'OLLIME PURINi? MOVIE 
SEQUENCES CANNOT SE APJU5TED. 




lAPJUST THE BRkJtflNESe OF YOUR t^m 
ITO AWXIMIZe PICTURE <3L«LrT/. 



RETURN THE CS^ICN SFTTlNiSS TO THEIR PB=AUUT 



TO THE iJiiWIE WCPE SOREE^. 




STATUS SCREEN 

WHEN you PRESS THE START BUTTON OURINlJ 
(^fiMSPLAy, THE STATUS SCREEN APPEARS. 
T>H[S SCREEN SHOWS LEON'S OR CLAIRE'S 

convmon anp the items he/she is cahrv- 

\N&. USB THE C0NTT5OL STICK OR 'OPMTROL 
PAU TO HI&HLI&HT AN tTEM OR FUNCTION, 
AW THEN PRESS TME ACTION BUTTON TO 
ACTIVATE THE OPTIONS. 




AFTER HI&HLI5HTINS THE ITEM YOU WANT TO USE, PRESS 
THE ACTION BUTTON TO SEE THREE OPTIONS IN TWE COtmAW 
LIST: USE/EQUIP, CHECK OR COMBINE, 



[USE/fQUIP 



TO USE TVIE ITEM INSTANTI,/, Hl!?HLIiJHT US0 AW PRESS 
THE ACTION BinrON. IF AN ITEM IS NOT APPROBATE FOR 
THE SITUATiON, VOU WILL NOT 8E ABLE TO USE IT. 

FOR WEAPONS, SQUIP WILL APPEAR INSTEAP OF USB. IF yOU 
SELECT" eOtllP. rOU'LL BE EQUIPPED WITH T>IAT WEAPON, YOU 
CAWiOT USE A WEAPON UNTIL VOU HAVE EQUIPPED IT. fOU CAN 
ONLy USE ONE mAPOK AT A TIME. TO REMD'JB A WEAPON 
FROM EOUIPPEO STATUS, SELECT gQUIP AO-AIK. 



EXAMINE AN ITEM OR WEAPON YOU HAVE ACOUIREP. 
Hlt>HLIi?HT THE ITEM, THEN SELECT TME (WfC*r OPTION 
TO ACQUIRE FURTHER INFORMATION ABOUT THE ITEM. 



coN&im 



SOME ITEMS, PARTICULARLY WEAPONS, HAVE A DIFFERENT EFFECT 
WHEN YOU COMBINE THEW WITH OTHER ITEWS. FOR EXAMPLE, 
WHEN YOU WANT TO RE-LOAP A CLIP OF AWAO FOR A C-UN, 
SELECT THE CLIP, AND TWEN SELECT COlU0H/ FROM THE COfJMAW 
LIST. USE THE CONTROL STICK OR 'CONTTiOL PAD TO MOVE THE 
iJREEN FRAME ONTO THE SUN YOU WANT TO PUT THE CLIP IN. 
PRESS THE ACTION BUTTON TO COMBINE THE ITEMS. TRy 
COMBINING OTHER ITEMS TO PISCOVER NEW EFFECTS, 



I 



commoH 



on TUB STATUS SCREEN NEXT TO TOUR 
CHAR^JCTER'S WUS SHOT IS flW BUCmO- 
CARU\O0KAPU CSCG). TWiS KS SHOWS THE 
CURRESfT CONCmON Op /OUR CIWR/ICTER. 
/JNP WILL RE;SP /^/rV^ OR WHATEVER THE 
STATUS OF yOUR CHARACTER IS. TO RETURN 
yOUR CHARACTER TO BETTER HEALTW. yOU 
MUST^ND MEDICINE. 



Hl^Sl&Wr TH(5 OPnON ANP PRESS THE ~ 
ACTION BUTTON TO VIEW TWE BOOMS ANP 
AREAS you HA>/£ AUREAW VlSITEO. THE 
UifiP HELPS you KEEP TRACK OP WHERE 
you NEED TO &0. yoUR POSITION IS AWRKEP 
ey AN fiKROffl; BLINKING BOXES SHOW 
LOCKEO DCOHWAyS; LI&HTED DOTS INDICATE 
ITEM BOXES CSEE PAfiE 11), PRESS THE 
& BUTTON (DEFAULT} TO CLOSE THE MAP. 



CONOmON ■\ 




AS YOU EXPLORE, YOU WILL PISCOVER 
NOTES. MESSAGES ANP OTHER INFORMATION 
THAT WILL AUTOMflTlCALUy BE FILED IN YOUR 
CHARACTER'S NOTEBOOKS. SELECT /'Ug 
TO VIEW THE FILED MESSAGES. HINfTS MAY 
DEVELOP FROM THESE NOTES. USE THE 
CONTROL STICK OR 'COmROL PAD TO 
CMAN&E THE NOTEBOOK, SELECT A REPORT 
TAB ANP SCROLL THBOUeH TME TEXT. 
PRESS THE ACTION BUTTON BETWEEN 
EACH FUNCTfON, 






r 




SAvim/ioAuim 



I SAVINt? 



CAH Kfc TOUNP IN VARIOUS PMC6S ■mROUtJHOUT 

THE (SAME. ONCE /OU FIND A RfBBON. MOVE 

TOUR CHARACTER IN FRONT OF THE TVPtWRITER 

AND PRESS THE ACTION euTTON. VOU WILL BE ^_^_^^_ 

/ISKED IF YOU WANT TO SA>/£ /OUR PB05RES5. 

CHOOSE Vf 5 OR A/O. 

WOTE: you NEEP TO FIND A TYPEWRITER RIBBON EACH TlMl 
YOU VJAKT TO SAVE, SO USE TOUR RIBBONS CAREFULLY 
AW SAVE OFTEN. 

TO SAVE A SAME, HI£?HLI&HT AN EMPTV SLOT AND PRESS THE 
ACnON BUTTON. TO SAVE OVER AN EXISTING SAME, HIGHLIC-HT 
A SLOT CONTAINING A FILE YOU PONT" MIND OVERWRmNiS AND 
PRESS THE ACTION BUTTON. SELECT VfS TO COMPLETE TVI6 SAV 
WHEN SAVINU. you WILL KNOW THE FILE IS SAVINiS SUCCESSFUL^ 
5Y THE SOUND OF THE TYPEWRITER KEYS BEINC- TAF^EO. ALSO, 
THE SflVe INFORMATION WJLL 8E TYPec ON-SCReEN. 




lOAViH& 
HK}HLI£HT/.a^^^^^^^^^K'MOCE SCPBBH AMP 

PRESS Twe A aW B HW WBWBWBwrRO. stick or 

♦CONTROL RAO TO HIGHLIGHT THE FILE YOU WAMT TO RESTART, 
TWEN PRESS TWe A OR Z 3imOH. IF YOU WAMT TO EXIT TWE 
SCREEN WITMCXIT LOAt5|N5 A FILE, PRESS THE B BUTTON. 



CANT SURVIVE? TRY THIS/ 

eN£MXe& CAN B£ KNOCK£P POWNs 

ENEMIES WILL F^iUL /AFTER TAKING SEVERAL SHOTS TO 
THE &OW. PUT AFTER THE/ COME TO, THE/ WILL BE BACK 
UP ANP AFTER fOlX IN /AN INSTANT. CONSERVE l\tmo BV 
KNOCKWtJ POWN ENEMIES INSTEAP OF SHOOTING THEM. 
THEN RUN P/\ST THEM TO iJET OUT OF THEIR RAN(5E. 



e 



i/5f WBAP0N6 eFFeCTXVeLVi 



WEAPON EFFECTIVENESS VARIES WITH RAN^E ANP TAR- 
(S-ET. PETERMINE THE BEST WEAPON FOR THE SITUATION, 
TAKING INTO CONSIDERATION mNO AVAILABILIT/, THIS 
IS THE SIN(5LE MOST IMPORTANT FACTOR IN SURVIVAL, 



e 



KNOW yOtfS £NeMX0&t 



EACH ENEM/ IS UNIOUEL/ SHAPEP, ATTACKS PIFFEREMUV 
ANP MOVES PIFFERENTLY. (5ET TO KNOW /OUR ENEMIES 
ANP LEARN "nHEIR WEAK POINTS. THIS CAN MAKE YOU A 
MORE EFFECTIVE SURVIVOR. 



O 



my Alt. OPTIONS. SeASCHAU ARBAS: 



STUCK? COME ACROSS A NEW ROOM WITH NOTHINiS TO 
PO ANP NOWHERE TO GO? TRY USINtJ ITEMS, PUSHING, 
CLIMBINt?, INVESTIC-ATINiS, ETC. WALK THE PERIMETER OF 
ROOMS ANP AREAS TO FINP MORE MEPICINE ANP OTHER 
IMPORTANT ITEMS. CHECK PEAP ENEMIES FOR l>,mND. 
PO SOMETHING? ~ THERE'S ALWAYS A WAY OUT. 





ITEM 30)(^S 

LEON mu CLrtRE CAN ONIY CfiPS^ ElffHT 
tTEMS AT A TIME. VOU CAfJNtTT LOSE AN 

nsffi ones vou FiMo rr, but you can use 

IT UP fSUCH AS AMMO, FOR EXAyMPLE^. 
IN ORDER TO CARR/ ONL/ TME FTEMS 
you NEED, YOU CAN STORE OTHgB ITEMS 
IN ITEM BOXES. 

ITEM BOXES ARE LiXATEP IN STRATEtJIC 

PLACES, ANP VOU MUST USE THEM WISELV 

BECAUSE THEY ARE LtMITEP IN SPACE. MOVE 

YOUR CHARACTER TO 5TANP IN FRONT OF A BOX ANP PRESS 

THE ACTION BUnON. THE ITEM SELECT SCREEN WILL APPEAR. 



Kt.lT. 
□isin H«rb 



PLAaUG- AH ITEM 



TO PLACE AN mSM JN ™E BOX, HlffHLItJWT THE ITEM, THEN PRESS 
THE ACTION BUTTON, NOW Hl&HLl£?WT A SLOT THAT READS M? ITBM 
ANP PRESS THE ACTION BUTTCW. IF THERE ARE NO SLOTS THAT 
READ NO IWM. THE ITEM SOX IS FULL. 



^%C\\m(m& ITEMS 



TO EXCHANGE ITEMS, HIGHLIGHT THE ITEM iOV, ViAm TO EXCHANGE. FOLLOW 
THAT BY HIGHLI(?HTIN(S AN ITEM IN THE BOX TO EXCHANGE FOR IT. PRESS 
THE ACTION SLITTON BETWEEN SELECTIONS ANP TO COMPLETE THE EXCHANGE, , 



REMOVING AH ITEM 



TO TAKE AN ITEM OUT OF THE BOjC, YOU MUST WAVE AN EMPTY SLOT 
AVAILABLE TO CARR/ THE ITEM. HIGHLIGHT THE EMf^ SLOT FIRST, 
ANP THEN HIGHLIGHT THE ITEM YOU WANT TO TAKE OUT OF THE BOX. PRESS 
THE ACTION SLtTTON BETWEEN SELECTIONS ANP TO COMPLETE THE ACTION. 



RANKING 



WHEN YOU COMPien THE MISSION, YOU ARE GIVEN A RANK BASED OH 
WELL you PiP. THE RANKINGS ARE S CSUPERKWO. A. B. C AND P. YOU ARE 
RANKED BASEP OH TOTAL TIME SPENT PLAYING THE GAME, ANP THE NUM8EB 
OF SAVES you USEP DURING VOUR GAME PLAY. THE SHORTER THE TIME 
ANP THE LESS YOU SAVED GIVE YOU A HIGHER RANKIN(?. 
TRY TO INCREASE YOUR RANKING, ANP WHO KNOWS . . . GCOP THINGS 
MAY HAPPEN. 



(D 



5TARTIN(5 THE 2W MISSION 

}Z£SXPeNT SVXl- Z IS EQUIPPEP WfTM (^ NEW EXTENPEP 
(J;iMEPL/lY SrSTEW. SITUATIONS TtWT /OU ENCOUNTERED 
THE FIRST TIME /OU PWVEP TME &mS- TMROUtJH HAVE 
A BEARING ON SITUATIONS yOU ENCOUNTER THE NEXT 
TIME ^0\X PLAY. 

WHEN YOU COMPLETE YOUR MISSION, BE SURE TO SAVE 
YOUR COMPLETEP ^AME PATA AT THE ENP OF THE ^AME. 
NOW LOAP THAT SAVEP tJAME PATA TO START THE "••*e" 
CJAME, WHICH WILL AUTOMATICALLY CHOOSE THE OTHER 
CHARACTER AS YOUR ^AME ALTER ^&0. yOi WILL PLAY 
1>^E APVENTURE WITH THAT CHARACTER. 

FOR EXAMPLE, WHEN YOU PLAY LEON'S MISSION ANP 
YOU COMPLETE fT, SAVE THE COMPLETEP 6-AME PATA. 
THEN CHOOSE LOAP GAm FPO/A THE (SAME MOPE 
SCREEN ANP SELECT YOU LAST SAVEP (5-AME PATA. 
NOW YOU WILL EXPERIENCE LEON'S MISSION AS CLAIRE. 
THE SAME OOeS FORXLAIRE'S MISSION. filVE IT 

A ^\Kox . .... mimmpo^ "mg (Juts. 



isiOTBS 
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TAKE IT TO THE EDGE. CAPCOM 03GE. | 

COLLECT pAPCOM EDGE PROOF-OF-PUHCHASE POINTS 
EVERY TIME TOLT BUY ANY SPEOALU MARKED CAPCOM 
GAME TO EARN AMAZING flEAR LIKE SHIRTS, GAMES OR 
EVEN A PORTftBLE CD PLAVERl PLU^ YDULL BE ABLE TO 
WIN OUARTERiy SWEEPSTAKES WITH KILLER PRIZES - UKE 
YOUR OWN SIGNATURE SfZE ARCADE MACHINE, 

DONT FIGHT IT! SIGN UP TODAY 

JUST COMPLETE THIS EN \ RV FDHM OR SEND A 3x5 CARD WITH 
>OUH NAME, ADDRESS^ PHOCJE NUMBER AND DATE OF BIRTH. 
Af^D R\RENT^ SIGNATURE OF UNDER 1©» TO: 
CAPCOW EDGli 475 OAKMEAD PARKWW, SUNNYWLE, CA 94C86 

OlfOfwMafljV?lL.innn h4dinii°9nwapariLDinir«i4ixiKHiHa TocUnvwi^rHnikrariM- 
■dCnnihliiTi.i'M.lnm U.i:?n(r £000 v Fitfon Ed^e prc-y-i^ |iurdinBB p^nq (v okjUul UPC ci4t| 
BrtU >lm*ig mn i, irii,i v T't-. ri> CVeum Envutirnni (nu wMW.CBpcarLtan b nmiiMa Ann) 
Mart mtniivi±'-n q LJhy>^ t'j HWW ud Mfff to BvoJ^^diiy h<h^ 
ap*¥PTT.nptiB'io!>M*fH M^m ia]llift. Emn piaOa nmnlm hWll net En fbdnua njlmri cinvH t« 

ImiAlFlllv '.<4l]U«Vnv potr loiUMte ini MT-niXirpMO CU;ii])lti E-lgo pwa CHVh)I L« hutahnoU 

tv C*lli dnirrjp EiMfUrmn mq< twi». iiihuU e. DUinl Ui> olror i» nn/Uinz Ri^bi mc n^jnd K 
VD^AaW!.! 0nvii<>Dk>iriCa(irDmEdpd»PIVi1wiEHjDepnulDrpun^ 

V->ibJ'i-iniiAI|htrKit|^^ litTi ni^Jonjotf Copojm C'^ [if r.^r*pi bjjD iTMiritalr-j W m'Wi.L:;1>:i4 
4ill(»TKl PhH Void [iVfiirvQ pur ipmpmflBflDfcipvxn irieCafKDdi Tilifu pnvim i. y^i di«, ^n 
dPTBtf C^ftnnnd J^jhWii EOga ^HMt. ThoH L/xtaraga IB nunlha^ pmfnl or vuoiiw >qv«in Ur 
tvVctkirc Th*Cirj«*r6fli^|ppffFjriBr]pofiilWl>yQWWniErTlBiliijririi«ryd 

IMtH^iFnininirCiiHAaiiflringOiJiriioc l^nuMlui^ cbkre. wB lu ■^'•iHr Pnm ur ngnrg doM rnzT I 

«hniM»pfOi)ltf*hllv*y.CiMrLi.ilarfd™-,*MPtaliifbiLinc^^ ! 

CcnPIlM rnJ* rnKmrwOK !D*adm. a*"qMli» ►»»■«■ bD#f^^ In q fuifc^ ilm^irfl frwt. 
rBprtroa Cupcuni Cf 1^. im«rhai. No ixiPtluHB ™™m»«rr. Oflm ol ."vmQ »|iii™i m numlwr ul i4n^ I 

■redCi|iUt(nFd9aiT«ntiotD Bxy Carpjuif B awt M i iiwi T Ainiu- >*niimin> m *ni~rf n'.f^f^,j 
^mn-kvil ,i™|i>r.hPa|i«MfllrdtrtB>|lirt program EiTJrwoDtfCflprJmEntortnWrio™, W ggcilH, WOO- 
0011 «dftBirlinriiiO«(nrTi^JhO»WnjiB ,110 mfr«aKftiWllri[.rhii,«00dlk«ff ' 

cntf iinlloiBrfiiiUiBl<.i|Bipnpil«ilinnFinillru]L RicfniiiAi qijioe Dial owija ar* i^aiuinyiil on Bw fowHin I 
Croan> EnMllllnmrt. Smrf CmnMnf EiaWjannni affm<M. ffcHMilg tfilfiwlcn. !}r^ i^r iMntu. |fiq> 
<™ita,M«li»"e*, a«aBiiirriB[oammpanktlWT'r«|yiUMvi|MHi^^ I 

kiHni)rb0DnHnDrviy kind [wUDnd bom PXU[Tiibvn r.<A«knPinini> t'llla nward. Ancim^pHli 
iBiipfrt**hif"i'>ardHFi"HMft«i'''n'TiiialUa«f™icipiHm OBc ^:. «^ pan Ir, 1M«1 3lrti-B arW 
CdnKki oiJuibiij Qmbbh: ^^mlitrMini p'iilrf)Un]Dr bh.CWw 



^*Kc«cit^j|)a°jT:a,igEc,i(iifc.mtf&*ciaiHJ,in) 



wwvAcapcom.com 
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CAPCOM 

CAFCOM ENTERTAINMENT. INC, 
475 Oakmeaa Parkwiiv 
Sunnyvale. CA 340E5 

Creifils- MaiinjI Design, Han^iaw In* S Imant: Maili8ling: 
Torfrl IJiorsnn. Sean HylEll, Robert Jofirraan: Crealive 
Seivjes!' MlWii Murila. JinnilEt DeisuvlllB, Marinn CIINutd 
and JamiE Gliison: Packiioe Desiaa: Midii fflorta and JairlB 
ClJl^aii. PR-Maiiaila MorigElluf^D. Matt AEunJOd and Came 
ItlEgetiily. SpECial ei^nki Id Toin Shiraiwa, KM Takano. Bill 
Emim- f^men Undsav. Nanay Ramsey, Stewart Spllldn 
andrJaotoTomliiaLEa. 

90- DAY LIMITED WARRANTY 

CAPCDM ENTERTAINMENT. INC, l-CAPCOM-) war- 
rants IQ ll>e Qrlglnaf cnnsuniar that thl!i NJnlendo 64 
Game Pat Imm CAPCOM i^tiell ba Iraa Irani dDlacIs In 
rnilerlnl Jiid WDrtrmansl)lp lar a paclDII of 9Q days 
Irani date at purchase. II a delei;l caws red by Ihi: war- 
ranty nccun diirlng this 9D-day warranty period, 
GAPCDM Kill laplgco Ilia Ggmg Pak Iras o! charoe. 
To raceivc Ihls warranty sarwice: 

1, Noilly IhL' CAPCOM Ceasumei Service Deijarlnienl 
el tlie prQblarn ruijuirlnu warranty service by eqII- 
InQ 1408) 774-Q100. Dur ConiiiFiiEr SarulcB 
Onpanmenl Is In Dngrallan Irnm E:3D a.m. to J'CD 
p.m. Pacllic Tims, Mnnday tlimugJi Friday. 

2. II the CAPCOM sEruica taelinlclDn Is unablo lo 
lotve the problsin by phnnc. be/slie will inslnict 
YOU Id return llie en lira Game Pak lo CAPi;oM 
I'Elglil prepalil al your own rlsh ol damage or 
delivorY. We rDcanimenb senaing your Game Pak 
cerlllleO mall. Please includa year sales slip or 
similar pronl-at-paralTase wlililn Ilia 90-da) war- 
ranty peiloil lo: 

CAPCOM 

Consumer Saivlae Dariaiiment 

475 Oakitisad Parkway 

Sunnyvale, CA94DBE 

Ttiis Harianly sitall not apply If Ibe Game Pak lias 
bosn damaged ty negllaenae. accldeni, omeasun- 
able use. RiortillC'illDn, lamparlng ar by rttltEc causes 
unrelated Id tbe detacllve nialetlais or workmanslilp. 
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REPAIRS AFTER EXPIRATION OF^^ 
WARRANTY: 

II the Game Pak ilevetopi a praDlem'? 
nllor the 9D-day warranty (teiled, you may'! 
CDnlacI the CAPCOM Consumer Service''^ 
OBpartment at the pliene numtioi noted prevr-'^ 
ousty. II Ihe CAPDOM scrulEe teEhnlclin Is ^'^ 
euBbte Id solve trie problem by phone, he/stie ^ 
may Instruct you lo relurn tfia deleclive Game 
Pak In CAPCOM fiolghi prepaid at your own risk 
ol damage or dajlvary, enclosing a clieck or 
money tor SfQ.QD |U.S. tlinds enlyl payable lo 
CAPCOM. We racommend senrtrng yoirr Game 
Pak cortiliod mall. CAPCOM will replace the 
Game Pak, suttjecl to tlie conditions above. It 
raplacement Game Paks are not avallable, the 
detective product will be returned lo you and the 
SfO.OD payment relunded. 

yjARHANTY LIMITATIONS: 

ANY APPLICABLE tt^PLlEO WARRANTIES. 
INCLUOING WARRANTIES OF MERCHANTABILiTY 
AND FITNESS FOR A PARTICULAR PURPOSE. 
ARE HEREBY LIMITEO TO NINETY t9g) DAYS 
FROM THE DATE OF PURCHASE AND ARE SUB- 
JECT TO THE CONDIIIONS SET FORTH HEREIN. 
IN NO EVENT SHALL CAPCOM 8E LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES 
RESULTING FROM THE BREACH OF ANY EK?RE£S 
OR IMPLIED WARRANTIES 
Tlie provisions el Ihls warranty are valid tn Ihe 
Uniled Slates and Canada only. Some states and 
ptovlnces do not allow llmilalions on bow long 
an Implied warranty laiti or eiEiuiiens ot coii- 
scpooniial or Incldenlal damages, so tlie above 
llmilalions anri eictuslpns may nut apply to you. 
Tills warranty gives you specitic leget rights, 
and you may tiave other rights which vary liom 
Blala to state or prnvlnce lo province. 



